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Abstract 
An innovation is a bottom-up or grassroots approach of implementing changes to conventional processes. This paper discusses 
the innovation of teaching, learning and research implemented in a higher institution in Malaysia. The project, Graduate 
Entrepreneurship Training by Design (GET by Design) was mooted to meet the challenge placed by the Ministry of Higher 
Education; to have graduates learn skills towards self-employment or in the industry, whereby the core skill to be developed is 
self-
graduate students who enrolled in the Instructional Design and Development Course learn instructional design; through designing 
a pilot training of graduate entrepreneurs for their client. A design and development research approach framed the design 
decisions, implementation and evaluation. Findings from observation, interview and content analysis and supported by literature 
reveals that when teaching, learning and research are viewed as an integrated component in innovation, students gain important 
insights in knowledge, skills and attitude.   
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1. Introduction 
The notion of classrooms as where 
(ICT results, 2008) needs to be innovated in order to enhance 
opportunity for personal meaning and learning experiences. Students should be encouraged to self-direct their 
learning experiences in both formal and informal environments as a measure to keep up to date with latest skills and 
knowledge. The instructional design field is characterized by non-static problem solving, thereby requiring active 
acts of planning a combination of strategies, activities and resources to improve human performance (Irlbeck et al., 
2006; Rothwell & Kazanas, 2008). Hence, in the teaching of IDD, there should be increased emphasis on the 
development of key competencies, in enabling the instructional designer to perform emergent roles effectively. This 
paper is a discussion of how instructional design is implemented among graduate students studying instructional 
design as an innovative approach; where a change of didactic lecture methods is swapped for active, real-life and 
contextualized teaching and learning of instructional design and development. The constructs that define innovation 
on this project are the integration of web technology in teaching and learning, integration of research based design 
and integration of personalized learning models.   
                                                        
* Foo Sze-yeng  
   E-mail address: joysyfoo@gmail.com 
Available online at www.sciencedirect.com
© 2012 Published by Elsevier Ltd. Selection and/or peer review under responsibility of Prof. Dr. Hüseyin Uzunboylu
Open access under CC BY-NC-ND license.
Open access under CC BY-NC-ND license.
3542   Foo Sze-yeng and Raja Maznah Raja Hussain /  Procedia - Social and Behavioral Sciences  46 ( 2012 )  3541 – 3545 
2. Context of the Study 
GET by Design is introduced among a cohort of fourteen Master in Instructional Technology (MIT) students taking 
The course introduces students to 
the basic principles and concepts of IDD as a process, to enable the development of alternative strategies in solving 
problems related to teaching and learning.  Due to the broader aim of producing graduates capable of self-
employment, the course focuses on both content knowledge and transferable skills. Student learning is assessed 
through ongoing portfolio work (60%), final written exams (30%) and participation in class forums and discussions 
(10%). The various methods enable feedback to inform the improvement of teaching and learning and to inculcate 
accountability towards self-  from the IDD course, 
comprising 3 males and 11 females, are aged between 22-44 years. The range in chronological age indicated a 
diversified learning background (including life, work and study experiences), which could be used advantageously 
to promote learner self-directed learning in a collaborative setting.   
3. Research Design 
GET by Design employs a design and development research approach where participants work with a real client 
from the Malaysian Centre for Development of Graduate Entrepreneurs (PUSMAL) to design, develop, implement 
and evaluate their training modules for graduate entrepreneurs. The innovative project 
concept where students learn instructional design; through designing a pilot training of graduate entrepreneurs for 
their client. Thus, the objectives of GET by Design serves the dual purposes to i) develop instructional design 
competencies in MIT students and ii) to design and develop an instructional system for training of entrepreneurs. 
The four synchronized solutions completed in teamwork are Face-to-face Training Program (Positive Seed 
Entrepreneur Training), Promotional Video (Viral Videos), E-Support ( Positive Seed eSharing) and Guidebook 
(Young Entrepreneur Guidebook). Approximately 12 weeks was given for the teams to come up with the solutions. 
A leeway of few weeks was allowed to encourage self-directed learning (SDL) according to own pace, capacity and 
capability. Progress of the project was assessed through the presentation of products and processes. The instructors 
ended learning 
environment; physically and virtually. Technology tools were integrated into the course by the instructor (moodle, 
wikispaces and google docs) and also used self-directedly by the learners (eg:  facebook, google wave, youtube etc) 
to navigate their learning experiences and communication.  
4. Methodology 
In essence, GET by Design is a study of an innovative way of conducting the instructional design module from the 
perspective of teaching, learning and researching. The following research questions guide the study:   
 
1. How do instructional designers develop self-directed learning skills through GET by Design?  
2. What important insights did the students gain through GET by Design? 
 
Multiple methods and data from various sources such as survey questionnaires, field observations, document 
analysis and interviews are used to extend and deepen analysis from different angles.  Two questionnaires were 
-site, 
in both the physical and online learning environment, throughout the 14-week semester and were documented as 
field notes for furthe -weeks through 
discussion forums on the class course management 
Google Docs), group project and reflective diaires on Wikispaces.   Informal interviews were conducted privately 
with individual participants in person, email and via online chat to get confirmation and verified response after prior 
analysis.   
3543 Foo Sze-yeng and Raja Maznah Raja Hussain /  Procedia - Social and Behavioral Sciences  46 ( 2012 )  3541 – 3545 
5. Findings and Discussion 
Research Question 1 
GET by Design promotes self-directed learning among instructional designers through innovated teaching strategies, 
21st century learning environments and integrated research and development (R&D). 
5.1. Innovation in Teaching 
In GET by Design, instructional design is conceptualized as a process characterized by uncertainty, uniqueness and 
conflict and the instructional designer is a reflective practitioner (Schon, 1987). The process of problem solving is 
often not sequential and linear but recursive, nonlinear and sometimes chaotic as characterized by the constructivist-
interpretivist ID model (Willis, 2000). Instruction is carried out with a focus on the learners; to engage and enhance 
understanding; through activation, demonstration, application and integration of learning (Merrill, 2002).  
 
 
 
Phases Feature Implementation 
Activation existing knowledge is 
activated as a 
foundation for new 
knowledge 
The client presents the background to their problem or need. A brainstorming session, 
led by a student facilitator takes place to identify instructional problems and needs of the 
client. The teams are given time to organize any new knowledge by recalling, relating 
past experience as foundation for their new task.  
 
Demonstration new knowledge is 
demonstrated to the 
learner 
Representatives from PUSMAL are available for Q&A sessions to help the teams 
-directed learning. Learners are directed 
to relevant readings and resources posted on the class learning management system 
Moodle. 
 
Application new knowledge is 
applied by the learner 
There is diminished side-by-side coaching by the clients or instructors. The instructor 
elicits performance from the learners. Progress reporting takes place in the physical 
learning space during face-to-face meetings; and the virtual learning space - teams keep 
a diary and reflect as a group on wikispaces and individual reflection is documented in 
an online shared learning contract hosted on google docs.    
 
Integration new knowledge is 
integrated into the 
 
Learners share skills or knowledge required for the tasks. Peer-led self directed learning 
sessions take place online and face-to-face. For instance, a crash course was collaborated 
online and then consolidated in a physical training session where a student took on the 
 
 
5.2. Innovation in Learning 
GET by Design prepares learners for the 21st century knowledge economy, equipping individuals with learning 
skills, life skills and digital skills to help them navigate complex ill-structured life and work conditions, so as to be 
globally competitive. The integration of web technology empowers learners for digital age learning, enabling them 
to learn in a personalized way. The learners take the initiative to manage and monitor their learning, in preparation 
for self-directed lifelong learning. In the process of completing tasks in the project, they learn to diagnose learning 
needs, formulate learning goals, identify resources for learning, choose and implement appropriate learning 
strategies and evaluate learning outcomes (Knowles, 2005) in tandem with course goals. This is implemented with 
the shared learning contract on google docs. The idea is to get learners to be the one in action  planning, acting and 
thinking (reflecting) about their learning experience and how performance can be improved through strategic action. 
Immersed in the community of inquiry, learners learn to question, reason, deliberate, connect, challenge and solve 
problems. The teams participate in the community of inquiry on the moodle discussion forum. In the community, the 
learners are cradled in a Zone of Proximal Development (ZPD) (Vygotsky, 1978) in which new knowledge and 
understanding is constructed and negotiated by interaction, and by scaffolding from people, ideas and objects. More 
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knowledgeable peers and people in the community help individual learners exercise their capabilities and capacity to 
shape profound ideas and knowledge as a shared artifact.  
5.3. Innovation in Research 
In GET by Design, research and development (R&D) is integrated as an inherent activity in the IDD Project. 
Learners faced the challenges typical of research and design processes in locating relevant information, structuring 
of the problem, creative insight, proposing a solution and evaluating the solution (Lawson, 2004), with the final 
challenge of translating the design specifications into the real situation. The instructional designers use research 
procedures such as structured methods and technology tools to understand complex situations and to synthesize 
ideas for insightful results in a user-generated and participatory design research context. Design and developmental 
stages parallel to research projects are: Analysis, literature survey, research procedures such as data collection, 
evaluation and academic reporting. In developing higher education research rigour, learners are trained to evaluate 
and use information in the digital age for academic purposes. As part of the project, teams had to collaborate on an 
academic abstract and paper focusing on the instructional design process. The teams also designed a poster for 
exhibition in a symposium.  
 
Research Question 2 
 
The second research question conveys positive findings; where participants gained significant insights in skills, 
knowledge and attitude.   
5.4. Knowledge Growth 
Knowledge refers to the cognitive domain for example in mental skills, theories, concepts or tacit information. The 
participants admit that in the absence of direct lectures, however they 
ultimately negotiated their understandings regarding many ID related knowledge relevant to their own needs. This 
show that learners can acquire content knowledge through self-directed learning; provided the instructor recognizes 
and plans for the experiences / expertise of individual learners, allowing them to coach, tutor and mentor one 
another in a social collaborative setting. All learners can take on the role of the mentor based on their experience in 
certain disciplines. Peer mentoring helps ensure information, advice, support and encouragement are provided to 
more students, helping less experienced learners gain access to networks and resources while building higher 
confidence levels to complete complex tasks.   
5.5. Skills Development 
Skills refer to the psychomotor domain, both mental and physical skills. Interview data reveals that throughout the 
project, participants learnt 21st century skills among others, such as communication skills, project management 
skills, time management skills. These skills help participants to be members of the larger community, to have the 
ability to communicate, present ideas, exchange experience, managing lifelong learning and other complex 
challenges in working places.  
5.6. Attitude Building 
Attitude refers to affective growth, especially in terms of values. The development of a positive attitude is desirable 
as an instructional designer and as a learner in general. Through reflection and guidance, the participants showed 
increasing maturity in terms of attitude as a learner and are able to apply the new attitude to their immediate context. 
They learn to share knowledge and negotiate meaning, to be more patient as a professional and to have a positive 
mindset in difficult situations. Transformation in attitude helps change learners perception of teacher-learner roles in 
the classroom, making them more susceptible and ready in terms of self-directing their lifelong learning.  
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6. Conclusion 
learning and research. Participants were able to gain insights in knowledge, skills and attitude as instruction was 
designed to embrace purposeful engagement, interactions and activities. In line with 21st century education, students 
are required to be in the action and take initiative to learn and research skills (both life skills and digital skills), 
knowledge (subject knowledge and supplementary knowledge) and positive attitude and values for success. Digital 
age learning is promoted by integrating web technologies that are relevant and applicable to self-directed learning. 
Various methods of assessment enable feedback to inform the improvement of teaching and learning and to 
inculcate accountability towards the ultimate goal of developing self-directed learning. Instructors are managers of 
the learning experience rather than the information provider, at the same time recognizing and responding to specific 
needs of learners at the right time and appropriately.  
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